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PER 3D PLOTTER II 


★ * BEYOND BELIEF! * ★ 

If you have any interest in 3D Computer animation and image design, get ready to watcb your 
socalled "game machine" out-perform every 8-bit machine on the market today! SUPER 30 PLOT¬ 
TER II is a complete 3D image design, display, and animation package for your Atari Computer. 
Thanks to some new and very powerful “natural” algorithms developed by Elfin Magic, detailöd 
hi-res images can be rotated and maneuvered at an amazing protection rate of 34o 6 screens per 
second! This is the kind of animation thai was considered impossible for an Atari. Betieve it!l THIS 
PROGRÄM ALLOWS MORE REAL TIME CONTROL THAN ANY CURRENTLY AÄILABLE 30 SYS¬ 
TEM FOR ANY-8 BIT MACHINE. SUPER 3D PLOTTER II also containa two tult-feature^mefnc^ 
resident editors: Enter your images via numeric data, or right on the screen with a joystickl 
are just some of the truly amazing features of this package. 

» UNSURPASSED 3D PRQJECTION SPEED .. 


• TRUE HIDDEN SURFTE ELIMINATION 
AND SOLID (COLOR-RLL) PROJECTION. 

• SUPER HI-RES PRINTOUT TURNS WUR 
DQTMATRIX PRINTER INTO A PEN PLOTTfcR 

• PRICE: ONLV $29.95 
NY. RESIDENTS ADO SALES TAX 


f 2 EXTENSIVE EDITORS. PAjCKED WITH 
UTILITIES. FOR ULTIMATE DESIGN FLEXIBILITY. 

• EAS'T DISK FILE SAVING, LQADING AND 
MERGING OF IMAGES. 

• SCREEN "OVLRLAY” AND “SAVE" 

FOP> INFINITE IMAGE EXTENSION, AND TOTAL 
COMPATIBILITY WITH MOST DRAWING PflOGRAMS. 

_i nr\ a n ^nnliratinnp. 


N.Y. RESIDENTS ADD SALES TAX rvAtassiGnäf 30 C A.D. appliCBtionS, 

fe Sen, P SAS.E. io, ,nio. o, -nd checK 

or money order to; ■ ,i: " MHi ' ' ^ ^ 


Elfmüüm 

23 Brook Place, E. Islip, NY 11730 


FOR ALL 8-BIT ATARI COMPUTERS 
WITH 48K AND DISK DRIVE. 
PRINTER OPTIONAL 


-SOFTWARE WITH IMAGINATION— 



of electronic circuits, ano u. «hj - —■r mbols lus aspec i a i TtXi iu ro-nco 

disk! This new version includes ^raJ added c rcu sy a ^ hjcs pnn t e r having a ver- 

converter, which producesneat. vertical pnntoutsona y jU^^ ^ on screen fasterthan 

ticai printhead. The editor is so friend y, V , written in plain, listable Atari BASIC, 

vou could scribble them out wijh pencil and paper. A , them , n 

wilhTüü documenlation on all »he electronic* 

ONLV $12.95! - 


0 öl Ö yvw v,«.< * — 

OR SEND S.A.S.E. FOR MORE INFO AND SAMPLE PRINTOUTSt 













Galling All Atari ST Plratest 

If you have beea—ahem—“trying out” a copy of 
Migraph’s superb image editor Software, Tbuch-Up®, 
for the Atari $T®, we’rc goona let you come clean. Go 
straigjbt Lose the Stigma. Qear your consdence. Come 
back to the fokL 

Tbuch-Up k quite stmply a great image editing 
and scamring package. Hufs why people have been 
"trying it out" 

lureluui for inakiug youtsdf aa honest teer, weit 
makek worth your while.It’svery easy. Here’saDthere 
ktoib 

L Send us the diskthathas your illegal copyof 
Tbuch-Up for the Atari ST (sony, no phone 
Orders). We bonesdy dmtt carewhere k came 
from, and we promkc not to dust the dkk for 
prints.Noquestionsasked 

2. Include a check, money order, Visa or MasterCard 
number (with expiration date) for $79.95 (US) 
payable to ‘Migraph Inc.’ 

3. MIgraph will send you a nice, fresh Atari ST disk 
still warm from our duplicadon depaitment, with 
the absolute latest Version (rf Tbuch-Up for the 
Atari STJ complete with a brand new User 
Manual. 

It really is gratifying to tear open shrink wrap, and 
can’t you just smeü the fresh inkonthe pages? 


After youVe reedved your new Touch-Up 
package, you will be a fully legal, reglstered owner of 
Tbuch-Up, entiüed to all the rights and Privileges 
thereofc Tb wid 

• Tfechnical support by phone 

• Newsletters full of tips and tricks 

• Upgrade Privileges 

•Special öfters and discounts Migraph öfters 
onty to our registered users. 


Thls Öfter Expires December 1,1990. 

All will be forgjven, so hold your head high. Get legal 
with Migraph. And never again feel guilty about 
double-clicking Touch-Up. 

Migraph Inc., 

200 South 333nd Street Suite 220 

Federal Way, WA 98003 (206) 83*4677 




Atari® and Atari ST® asm raglstarad tradamarks of Atari Corporation. 
Touch-Up® ts a ragbUrad tradatnark of Migraph, Inc. 

Migraph It a tradamark of Migraph Inc., of Fadarai Way, WA. 
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HHMÜämDDEH 

HANDBOOK 


In the past year. a great deal of encouragement and Support has been generated for The 
REVOLUTION. To continue fueling this unique user-based campaign, Artisan Software has completed the 
NEW EDITION of The REVOLUTION HANDBOOK. Thls enhanced volume will be published in paperback 
form and feature the best aspects of the original disk-based book. In additbn, seven new chapters have 
been amended to assist new Computer buyers in their Shopping decisions: regardless of the Computer 
they may buy. Ä simple philosophy: The more people whe knew about AAIÄRI Computer«, the 
more who will buy them. 

Like the original book, the second portion of the NEW EDITION features an annual calendar of 
suggested activities and ideas each and every one of us can do with minimal investment. There is also a 
special message to readers from Bob Brodie. Manager of Users' Group Services at AAIÄRI Corporation. 
This fully illustrated book will be one of the few featuring AAIÄRI Computers in years and it is anticipated—- 
to be a tremendous tool for thousands of AMARI Computer users, dealers. distributors and users’ groups. 

In addition, *1 of every book sold at distributor pricing or more will go to purehase AAIÄRI 
Computers for sohools. 

To help defray the costs of initial printing and Publicity, a limited number copies of The 
REVOLUTION HANDBOOK will be made available to selected AAIARI users and Users’ Groups who 
respond by October 19,1990. This can be an ideal opportunity to guarantee your personal copy. To top it 
off, you can save *5 ff you reserve your copy by October 10,1090. 

To pre-order your personal copy of The REVOLUTION HANDBOOK. simply complete and mail the 
Coupon below with your payment to: 

ARTISAN SOFTWARE, RO. Box 849, Manteca, CA. 95336 


PRE-ORDER FC 7 

Be one of the FIRST to Order betöre October 19,1990 and SAVE! 


Alte ati tu AI« qqd «'■goww tmete a t* to *Conwecn 



The REVOLUTION 
HANDBOOK wilbe 
availabte for sale in 
just a short time 
You may pre-order 
1 COPY ÖNLY to 
ensire you receve 
a Iresh copy ‘ridit 
off the press'. Save 
»5 il your Order is 
receivedby 
October 19,1990. 

DEALtRS; Write 
Artisan Software or 
ask your distributor 
for quantity resale 
pricing. 


"□ YESi'PLEASE ÄCCEPT MY PRE-ORDER BELOW: 


□ BOOKf 

□ STAMPt 

□ S&H 

ICA.AD0625XIAX 

VTY ID NAMF 

REVOLUTION HANDBOOK 
OFFICIAL RUBBER STAMP 
Shipping & Handling 

TOTAL 

beforb 

10/19/90 

*9.95 

*10.00 

*1.50 

AFTER 

10/19/90 

*14.95 

•12.00 

*1.50 

TvUn linIVIL 

mMPA KJV 




L-UiylrAIN T 

a r\niDCCQ 




riTV CTATP 7IP __ 

ein, oi/M l Lir —-—-- - 

PHONE . “T.v.Trrr.irrr.TTrr, .. . . * . *.. 
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LIAUG 

The Long Island Atari User Group and its newsletter, The 
LIAUG Lighthouse, are not affiliated with Atari Corporation 
or its affiliated Companies other than being a recognized 
officia! group. All references to Atari and Atari related 
products are the trademark of the associated Companies. 

The opinions expressed in this publication are not 
necessarily those of LIAUG but rather of the individual 
authors. LIAUG cannot be held responsible for errors of any 
kind appearing in this publication. 

Any material published in this newsletter may be freely 
copied and reprinted, provided that the individual authors 
and LIAUG are given due credit, uniess otherwise marked or 
copyrighted. 

LIAUG is a non-profit Organization. We will not tolerate 
any references to piracy either implied or direct or the use of 
home Computers for illegal activities. 


ADVERT1SING RATES 


Business Card. $ 5.00 

1/4 Page. 10.00 

1/2 Page. 20.00 

Full Page. 30.00 


Rates ait per issue - eamera ready copy only Consecutive ads pJaced at ihe 
jame lim« reccive a 10% discount per raue with a 30% maxi m um. Send ads 
to out regulär majling address 

Dixcctinas 1q the Hbraty; From the Long isiändExpress way: Ta ke exit 
58 North (OJd Nichois Road). continue north lor approximateiy lwo mil« 
and make a left (west) turn onto Smithtown Blvd. Continue west fo; 1 1/2 
railes lo the Nesconset Plaza on the right hand side of the road. The library 
is located in the wert end of the plaza. 

From The Northern State FärkwaytTikjt the Northern to the end where it 
continues east as Veteran* Memorial/Nesconset Highway (routes 347/454). 
Go east approximateiy two miles and lake the left fork (347). Continue for 
another three miles to Terry Road. Makfc a right lum onto Terry Road and 
lake the left fork (approximateiy 3/4 miie) onto Smithtown Blvd. The library 
will be in the Nesconset Plaza on the left hand side approximateiy one mile 
from the fork. Meetings are open to al] those intererted at no Charge. 
The meetings begin at 12-*00 pun. in the library ‘s community room and end 
at 4^00 p.m. 


Current LIAUG Officers 


President. 

Secretary . 

Treasurer. 

Librarian 8 bit. 

Librarian 16 bit. 

BBS Sysop... 

Club Correspondent. 

Int'l Cortespondent. 

Newsletter Editor. 

8 Bit Program Manager.. 
16 Bit Program Manager 


.. John I. Aalto, Jr 
.... Joy Sanderson 
...Randy Constan 

.George Leek 

.... Steven Stubbs 
Patrick J. Mulvey 
.Terrence Madden 
.... Horst DeWitz 
...Harvey Schoen 

.Pat Mulvey 

Terrence Madden 


Club Meetings 

The Long Island Atari User Group Meets once a month at 
the Nesconset branch of the Smithtown Library. Membership 
dues are $20 per year and enttitles you to receive the 
newsletter. 

The newsletter is currently being produced on a Mega2 
with 4mbytes memory and a 20mbyte hard drive. Software is 
Timeworks Desktop Publishetand printer is HP Deskjet Plus. 

If you have any questions or comments about The 
Lighthouse or LIAUG, please write to out mailing address or 
post on out BBS. 

Our address is: 

LIAUG 

P.O. Box 92 Islip NY 11751 
Our BBS numbet is: (516) 221-8462 
If no answer call: (516) 221-2964 and leave a message. 
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MINIMIDILESS 


Continued frora November iss« 


By Monis G. Mittel 

Pitch fnote}- The fiequency of the note ot its position in 
the musical scale. See also Note (musical). 

Pitch bend- A controi on some keyboatds which will shift 
the pitch (fiequency) of all notes played, up 01 down. As the 
pitch bend wheel is operated, MIDI codes ate sent which 
may be recoided, edited and leplayed with the peiform&nce. 
Not all keyboatds suppoit pitch bend. 

Portamento - A glide ftom note to note. a$ with a trombone 
oi violin. Accomplished on the keyboatd with the pitch bend 
wheel ot foot pedal. The voice of the Synthesizer must be 

created with operatots which tespond to the desired controi. 

Punch-in - A song tecorded in real time may contain 
mistakes in the petfotmance. Punch-in allows the petfoimer 
to listen to the music cm play back, play with the music, and 
then, at the right time, the sequencei will teplace ptedefined 
measutes of the recoiding with what the peiformer is now 
playing. Not all sequencets allow punch-in. 

Range (keyboard}- See Octave. 

Real time- At the time of playing, at performance tempo. 
All sequencets allow recording in teal time. Some allow entiy 
by punch-in and some by step entiy. oi both. (See also 
punch-in and Step entry). 

Recorder (MIDJ)- The MIDI sequencei is, typicaliy, 
organized like a tape tecoidet. It has tracks for recording 
segments of the song. ttacks foi editing, copying, etc. It will 
have a play button, rewind, position counter, and other 
"features" of a tape recotdei. See also sequencei. 



*tl 



Recorder (sountO- A common audio tecoidet, useful foi 
playing the MIDI perfotmance while singing. With an audio 
mixer. and a little piactice at dubbing, gieat things can be 
done. Not all tecorders aie equal. Most recoidets ate 
2-channel, 4-tiack; which means only two channels of music 
can play at the same time (and must!). Some tecoideis have 4 
to 8 channels. with ot without SEMPTE contiol. With these 
recordeis an entite oichestra may peiform. 

Register (musicalscale)- Your keyboatd can span a number 
of octaves. The note 'C in the middle of yout keyboard is 
the fitst note of the third tegistet. It and all the notes up to 
the next *C (exclusive) are notes of tegister thiee. Middle-C 
is then called C3. The octave above is registei 4 and the 
octave below tegistet 2. Your keyboard might span from G-2 
(minus 2) up to G8. Ptobably not. 

Reiease veiocity (key)- The rate, ot how quickly, the key is 
teieased. Sometimes used to conttol portamento ot glissando 
of the tone when played. Not many keyboatds send telease 
veiocity; not all Synthesizers tespond to that Information. 

Rhubarb - a ted, woody weed used to make pies only one 
semitone bettet than mud pies. 

Rhythm machine - Like dtum machines, a special sequencer 
which may be loaded with patteins to play dtum sounds and 
rhythms, in the same mannet as thythm sounds built into 
many of the low-end keyboatds, except that you defjne the 
pattetns (unfortunately the dtum and rhythm patteins of 
these keyboatds ate not genetally available under MIDI 
controi.) 

MIDI Petfotmance of pattems and rhythms may be changed 
during play. The pattein played may be chotd sequences as 
well as other sounds. See also Drum machines. 


To be conlinued 
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Coniinued Irom November issue 


by Chuck Steinman (DataQue) 

Determining the System Configuration 

This article will present one way Jo set up a program to run 
under the Turbo-OS, yet still haveit be compatible with the 
Atari XL/XE operating System, lt is assumed that the teadet 
has some knowledge of ptogramming at the assembly 
language levei. 

This inslaüment will concentrate on the a/iocation of RAM. 

To make memory management a bit easiei for the 
Programm«, the Turbo-OS features several different routines 
to control memory allocation and de-allocation. There are no 
such routines in the Atari OS, other than memory is aüoeated 
by the operating System for its own use. There are memory 
locations to indicate the lowest and highest available RAM 
iocations. These pointers are modified by the application 
program rather than the OS. 

When 1 set forth to write the Turbo-OS, I determined that 
there were four types of memory that I would support. To 
maintain compatibility with current programs, there was a 
limit to what could be done with Standard memory, since 
current applications would not be calling my routines. The 
same would apply to the extended RAM, which is banked in 
the S4000-S7fff ränge using the PORTB register of the PIA. 
The nature of the various types of RAM were discussed in 
an earlier AIM issue. 

I have had a tew people teil me that there is no need for 
any memory management on the Atari 8-bit Computers. If an 
application needs RAM, it just uses it, and when the 
program terminates. anothet ptogram can use it. Well, that 
presents problems when more than one program has to share 
memory. This happens quite often despite what you may 
think. If you boot a disk operating System into your 
Computer, and then an application program, you would have 
twö programs resident. There are many times when there are 
incompatibilities between application programs and particular 
DOS vetsions. DOS 2.x compatibles are usually the worst. 

Having to load in DUP.SYS is a major trauma. If there is a 
program in memory you want to pteserve. you have to have 
a MEM.SAV file on the disk. This allows you to save part of 
your program to disk, enough to load DUP.SYS into RAM. 
But then, if you happen to want to copy a file, you are just 



out of luck. You either have to corrupt your ptogram or copy 
a sector at a time. 

This all happens, even though there piobably is at least 16K 
of RAM being wasted under the OS ROM. RAMDisks were 
a fudge to help this probiem. Automaticaliy piotecting the 
resident program would have been a bettet solution. 

Yeah, 1 know, all of you SpartaDOS users are gtinning from 
eaHo~ear about now. Well, there are problems there also. 
Let's say my program wants to use the RAM under the OS, 
ot one of the extended (XE type) banks. Can I jump in and 
use them? No. but not only that, I have no way to determine 
if that RAM is being used. There may be 4 to 16 banks of 
16K just sitting there...or SpartaDOS may be using part of 
them as a RAMdisk. But how does the application program 
know? It cannot. since there is no means provided to indicate 
what banks are available and how many banks there were to 
Start with. 

Well. I hope you can see my point. Programs should be 
written to be more dynamic. If the RAM under the OS is 
used, then look for banked RAM. If that is already used, or 
not available, then ask the uset what he wants to do. Not 
just "Hey bud, can I overwrite your valuable data?” but give 
the guy the Option to save the data, move it or destroy it. I 
know, I know, why do you need this type of sophistication 
in a game machine? 

This is where the Turbo-OS routines jump in. If you have 
an application that needs four banks of extended RAM, you 
make the Talloc call specifying you need 4 banks. Those four 
banks, if available, will be flagged a$ used, so that other 
programs will not use them. If there are not four banks 
available, then a bitmap of all free banks is returned. A 
similar procedure is followed by the extended and explicit 
RAM types. 

Enough talk. I am sure you programmer types warn to see 
some code fly by your tired eyes about this time. Well, I will 
present a code segment which will determine whether there 
is a Turbo-OS (and Turbo-816) installed, and what memory 
is available. Better buckle up. here we gol 
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; first sorne memory loeations need to be defined. 
basebyte dsb 1 ; memory base address 
basepage dsb 1 
basebank dsb I 

lastbyte dsb 1 ; memory ending address 
lastpage dsb 1 
last bank dsb 1 

tempvai 1 dsb 1; temporaries 
tempvar2 dsb 1 
tempyar3 dsb 1 

expanded dsb 1; flag for expanded RAM aväilability 
; note: this segment is fully code relocatable. 
appropriate Ida #$a5 

cmp #$cOGl ; this is a flag to indicated there 
bne not_816 ; is a Turbo-816 installed 
cmp #$c000 
beq was_816 

notJ} 16 Ida **$00 ; set all flag/pointer defaults 
sta expanded ; no expanded RAM available 
sta basebank ; don’t leally need to do these two 
sta lastbank ; bat, let's be official! 

Ida #memlo; construct a pointer to the lobest 
sta basebyte ; available Standard RAM address 
Ida #memlo+l ; as determined by the OS & DOS. 
sta basepage 

Ida memtop ; construct a pointer to the last 
sta lastbyte; available Standard RAM address 
Ida memtop+1 
sta lastpage 
ldy #$00 

rts ; no t816, so we are all done! 
was_816 Ida #$03 ; scan for expanded RAM 
jsr tramck ; Turbo-OS RAM check routine 
Ida taraml 

ora taraml+l; was any expanded found? 


beq not_816 
acc 16 

do„expand Ida taraml; preset to max available 

do Joop sta tempvar 1 

pha ; push amount onto stack 

acc 08 

Ida #$03 

jsr talloc ; go aliocate it 
acc 16 

pla ; pop base address off stack 

sta basepage 

clc 

ade tempvar 1 ; add amount to get ending address 
sta lastpage 
acc 08 

cpy #$00 ; was there an allocation error? 
bpi no_error 

error acc 16 ; RAM may not be contiguous 

Ida tempvar; back off by a page, check again 

dea : to find largest contiguous block 

bne do Joop; of umised RAM. 

acc 08 ; return with error Status 

ldy #$ff; RAM was not found wfo error 

rts 

no^error stz basebyte ; always begins on a page boundary 
Ida #$ff 

sta lastbyte ; always ends before a page boundary 
sta expanded : set flag for later testing 
ldy #$00 
rts 

NOTICE: This article originally appeared in the December. 1989 issue of 
Atari Interface Magazine and may be freely distributed or lepiinied in 
non-profit User Group publications as long as the aiticle*s autbor and Atari 
Interface Magazine are credited AND this notice is reprinted with the article. 
All olhei publications must obtain written permission from Unicom 
Publications. 3487 Braeburn Circle. Arm Arbor. MI 48108. Phone: (313) 
973-8825 before using this article. 
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by Jim Cox (P3ACE) 

With the help of my Happy modified Atari 1050 disk drive, 
l've resolved the Atari 8-bit to IBM PC interface challenge! 
My Setup allows me to carry word processor files produced 
on my favorite Computer and edit them on those funny, far 
less user friendly MS-DOS machines industry insists on 
buying. Hard* you say? Not at all! 

The latest Happy modification, which includes Version 7.1 
Software, provides the essentials, assuming you also have 
access to an MS-DOS machine. If you have an older Happy 
modified 1050 drive, all you need is the Software from Happy 
Computing and you’re in Business. 

Unfortunately, there are a couple of potential pitfalls. For 
one, 810 Happy drives won’t do the job for reasons Happy 
Computing will have to explain. Another problem is the 
Happy Software will not allow IBM formatting on your Atari 
1050 drive because it writes data under the index hole (it has 
no way of sensing the hole). Finally, you are restricted by 
the Software to single-sided IBM disk formatting, haiving 
your potential storage, though this is only on the transfer 
disk. You may recopy the files and störe them on a 
double-sided disk or use any other storage medium. But let's 
get on to how the whole process can be done! 

The most important Step to avoid frustration is to start by 
formatting several 5-1/4 inch floppies on the MS-DOS 
machine using IBM DOS 2.0 or later and the “FORMAT/1" 
command. At the drive prompt ("AC for example) type 
"FORMAT/1" and hit a Return. It is critical that you use the 
*71" as it forces the System to format the disk as a 
single-sided disk with 40 tracks, 9 sectors per track, a Step 
essential to the success of the file transfer Operation. Verify 
that the formatted disk has 179,712 bytes available, no more! 




Produce a data file on your Atari 8-bit machine using a 
word processor like AtariWriter. I recommend you use 
straight text, avoiding the Tab key by using the space bar 
and Return. Then save the file as ASCII by using "CTRL S" 
rather than "S” on the AtariWriter menu. 

Boot your Happy drive using the flip side of the Happy disk. 
Choose the menu Option T* which loads the conversion 
program, producing a numerical menu. Put your AtariWriter 
data disk in the drive and press "4". Follow the prompts to 
identify the file by name (you can call the Atari directory 
with "3") and provide the file name you desire on the IBM 
disk. A Return gives you the Atari file name as the default. 
Another Return loads the file into CPU memory and you are 
prompted to replace the AtariWriter disk with your IBM 
single-sided data disk. 

After the disk swap, all that is required is another Return 
and the Cursor jumps laterallv and the file loads as IBM. To 
check your success in conversion, hit Return again to return 
to the menu and then "T for the IBM directory. 

Now comes the hard part! You must wait until you return 
to work (or wherever the MS-DOS machine is located) 
before you can assure that you were successful. If your file 
conversion to IBM carried some formatting problems, you 
might try again using the "translation" Option also available 
from the Happy drive Software number menu. 

1 found that on my particular (and somewhat older) IBM 
version of Wordstar, I had to copy two files to the data disk 
to permit full hard drive Operation and prevent errors which 
prevented file loading. I copied "WSOVLl.OVR" and 
"WSMSGS.OVR" much as one copies DOS and DUP to an 
Atari disk to assure it will boot independentiy. 

uy 
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To reverse the process. again use the singfe-side formatted 
IBM disk and save the file produced on the MS-DOS PC in 
ASCII formal, Checlc the word processor documentatjon for 
insttuctions on an ASCH save. Once again. avoiding control 
characters and speciaJ keys in your word Processing will 
shotten the editing you may have to do following the file 
transfer. Focus on raw typing with telums only if you can, 
then add the control charactets aftet the ttansfei. 

The ptocess for tevetsing the transfer on the Happy dtive is 
identical to that outlined above except fot the menu numbers 
selected. 

I bought my Happy boaid fot about 8100.00 from B&C 
CoraputerVision. Installation was not at all dlfficult and 
instructions were sttaightfotward. Having the MS-DOS 
compatibility extends the usefut value of my Atari 8-bit 
machines and seems weit worth the cost. Adding the 
advantage tri being able to back-up much of my copy- 
protected 8-bit softwate adds a significant (ringe benefit. 

Sottfcas: 

Happy Computers Inc. P.O. Box 1268 Morgan Hill. CA 
95037 

B&C ComputerVisions 3257 Kifer Road Santa Clara. CA 
9505 t 

NOTICE: This artlcfc ütigimdly appeaied in the Jsnuaty, 1990 istue of 
Altri Inlcrf*« Magesine tnd may be fittly 4klnhuit& ot reprintcd in 
non-ptofil User Group publicitions es long as the «rtide*s author and Atari 
Interface Magazine aie ctcdücd AND this notice is leprinteri with the ariicie. 
All othe* puWications must obtain written pennmion ftom Unicom 
FubUcations, 3487 Bracbum Circle, Ann Arbor« MI 40108, Photke: (313) 

973-8825 before «ring Ibis «flick. 
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by Frank Kuzloski (LIAU6) 

I was at a meeting a while back where some people were 
tatking about a program to catalog disks. I was interestedl I 
asked the 8-bit librarian if he had a copy of the ptogram. He 
said that there was one around but he didn't know where. I 
decided to to a little checking around. 

I was looking at my DOC fites from Textpro (which I use 
exdusively. I saw a command */D" and I read up on it. The 
first thing 1 found was that the slash command will work 
only with the **2.5 version**. The next thing I found out 
was that the slash command worked in con junction with 
other fetters. This is what the slash commands do, as listcd in 
the Textpro docs: 

o 1) ID - Used in a LOAD: adding this will foad the 
directoty of the Chosen drive into the editoi. 

0 2)IC- Used in a SAVE: saves the current editoi text 
Only from the top of the document to (but not including) 
the current Cursor Position. 

o 3) I A - Used in a SAVE: Appends current editor text to 
the end of the named file. The filename to be SAVEd to 
must already exist 

o 4) IZ - Used in a SAVE: Combines the function of IC and 
/A. In other wotds, SAVEs to Cursor with Append to named 
file. 

Ah Hai Knowing that I am limited by my imagination, I set 
out to figure a way to make my own CATALOG FILE 
Being a lazy kind of guy, I knew that there must be a way 
to use these Slash Commands. I read a Httie further and saw 
"MACRO FlLES*«-3ingdlf There is the answet; build your 
own personal macro file. 

A "macro", once you set it up, does a tot of the typing on 
the command line for you. In Textpro. when you want to 
save a file, you press <control> S. You get a prompt on the 
command line: SAVE DU. Then you type in the file name 
you want the editoi saved ta If you have to type a filename 
evety time you put in a new disk, you will be doing tot of 
typing. 

Let’s set up a macro fite to do our job. The first thing I did 
was to make up a Jist of the kind of disks files that l wanted 
to catalog and a leitet to reptesent each. This is a sample of 
the way I did lt. «. 
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B - Games, bas...Basic games 

M - Game$.ml.Machine language games 

D - Utility.dsk.... Utilities used for disks 

T - Utility.tei ..Utilities used for telecommunications 

A - Utility.bas...Utilities used with Basic 

Et Cetera 

Ypu can make any lettei equal whatevet you want. 1 also 
wanted to put space at the top of the directory to put the 
disk name and/or any notations. (1 used "Q" as my space 
letter.) Next, 1 wanted to jump to the end of the directory to 
add more dijectodes. (1 used "E" fot the jump to the End.) 

Okay, let’s talk key ptesses for setting this whole thing upi 

Key Ptesses fot 'CATalog.MAC* 

The first thing to do is to get into TEXTPRO 25.1 used 
lower case macio lettei keys because when you boot up the 
configure file puts you into lowet case. 

1) Press «b> <seiect+-> <esc-control-s> then the filename.ext 
<GAMES.BAS> <IZ> <retum> 

2) Press <m> <select-*^ <esc-control-s>then the filename.ext 
<GAMES.ML> <IZ> <return> 

3) Press <t> <select+-> <esc—control-$>then the filenamejext 
<UTIUTY.TEL> <IZ> <relurn> 

4) Press <d> <select+*> <e$c-conttohs> then the fi!ename.ext 
<UTIL1TY.DSK> <IZ> «return> 

5) Press <a> <select+-> <esc-controI-s»then the filename.ext 
<UTILfTY.BAS> <IZ> <return> 

That is the format for s#ving lo an aiready sa ved fiie. You 
must have aiready save a file using Control S. Pressing 
<Control-S> will get you a prompt on the command line that 
says "SAVE Dir and you must put in your ownfilename.ext 
(i.e. GAMES.BAS) 



Okayl Let’s make some space on the top for editing in a 
disk name: 

Press <q> <select+=> <esc-control-return> <esc-control-up 
arrow> <esc-control-teturn> <esc-control-return> <esc- 
control-up arrow> <return> 

Now to jump to the bottom of the directory: 

Press <e> <select-*o <ese-controI-£. <return> 

When you are all finished, you must save your wotk. Press 
<Control-S> and at the prompt, write CAT.MAC for your 
CATalog MAGo file. You must have the extension of MAC 
for this to work. When you want to use this. you must get 
into Textpro 25 and press <Control-V>. The prompt will 
read 'LOAD MACRO>D" and you will type "CAT.MAC 
<return>. The Command line should say ”no errors'. You are 
ready to go. 

If you want to load a disk directory to the editor. press 
<option-l>. Any time you want to use the one letter to do 
the job you /rwrfpress the Option button and the letter. 

This works for me and 1 hope it works for you. If it doesn’t, 
get me in a corner at the next LIAUG meeting and maybe 
we can figure out the problem. 
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Tracker/ST is an exciting new productivity package for the 
Atari ST, which combines mailing list, maii merge, and 
person-ttacking features in a single integrated Software 
solution. Fully GEM based for ease of use, Tracker is the 
ideal program for anyone who does mailings on a regulär 
basis, or who needs to keep track of people for any reason. 
Some of Tracker's powerful features include: 

» Powerful and easy to use mail merge. Merge letters to 
everyone or set up exact criteria for a merge. Powerful GEM 
text editor _built in_ with automatic reformatting (no need 
to press the F10 key), bold, italic and underline attributes, 
etc. 

» Computer aided entry saves you thousands of keystrokes 
when entering names — up to 10.000+ keystrokes saved for 
evety 250 names you enter into Tracker/ST. 

» Sixteen preset label formats for single. 2 or 3 across 
labels, and laset printed labels (with _no_ label creeping). Edit 
these and add your own for custom label formats. 

» One-step “subsciiption aging" command automatically 
tracks remaining time in a membership or subscription. Great 
for groups with membetships that need to be adjusted on a 
weekly, monthly, or annual basis. 

» Full GEM interface with drop down menus, click on 
buttoos and keyboatd commands for ultimate ease of use. 

>> Unique “Quick Letter” Option for those occasions when 
you need to send a single “almost form letter.” Great for 
business reply mail and follow-up letters. 

» Unlimited notes for each person in your Tracker/ST files. 
Notes are not limited to a few characters or words. 

» Category, rank, soutce and I.D. fields to help you identify 
each entry in your list. 



» Full reports to screen and printer, including easy to use 
sorting. filtering, grouping, counting, and summarizing. No 
need to use complicated “dot prompts” or learn a confusing 
database ianguage. 

»Import and export names in ASCII and Tracker/ST 
formats. 

» Easy transfer of names from all populär ST data 
management packages into Tracker/ST. 

» Number of names limited only by disk space. 

» Comprehensive manual with full tutorial and complete 
index. Manual is spiial bound. 

» Installs easily on your hard drive—not copy protected. 

Tracker/ST is perfect for businesses of all types, religious 
and school organizations, theater and music groups, 
photographers. freelance writers and artists, clubs, newsletter 
publishers, salesmen and saleswomen, etc. 

Tracker/ST will run on any Atari ST with one megabyte of 
RAM and a double sided disk drive. The program runs in 
medium resolution color and high resolution monochrome, 
and also completely Supports the Moniterm large screen 
monitor. A hard dtive is recommended. 

Tracker/ST is available NOW. 

See your local dealer or send a check 

or 

money Order for S79.95 to: 

Step Ahead Software, Inc. 

496-A Hudson Street Suite 39F 
New York City. NY 10014 
For more information; 

Please call: 

Step Ahead Software 
at 

212-627-5830 

during normal East Coast business hours. 

CPU/STR? t4 Your Independent NewsSource” March30, 1990 
16/32bit Magazine Copyright ? 1990 No.4.13 
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by Jim White 

Well, have you heard the stoty of the Software race whete 
the two Codeheads were settin' the pace? That story is ttue. 
Fm heie to say. I was talkin' to a Codehead yesterday. 

Charles F. Johnson and John Eidsvoog, together known as 
Codehead Software, have won a place in the hearts of almost 
all Atari Computer owners. These two gentlemen are more 
like membets of the family than owners of a "Company" that 
sells Software. 

Over Ihe years they have endeared themselves to us with 
timely and useful programs, both commercial and public 
domain (Shareware). They have always been extremely 
responsive to bugs (rare) and public opinion, tunning their 
Company with integrity and enthusiasm. 

They are responsible for titles such a$ G-tP/us, Hotwire, 
Maxifüe, MIDMax, the Codehead Utilities and PD titles like 
ARCSHELL and Pinhead 

Well, as the song at the beginning mentioned, I have been 
talking to 1/2 of the Codehead clan -namety Chatles F. 
Johnson. 

The interview took atound 2 months over the GEnie lines, 
and I must say that the man is a pleasure to work with. So 
you have the introduction, now_ here's the man. 

Hi Charles, 1 wonder how you and John got into 
piogramming. i know that you were musicians for a long 
time. Did you need to write a Midi program and that is 
where MIDI MAX got its* Start? And did you have some 
programming background at that time or did you go out and 
take some classes? -Jim 



Jim. Believe it or not. neither John nor I have any kind of 
formal schooling at piogramming. We're both selMaughi as 
programmets, although John has some distinguished formal 
credentials as a musician. 

I myself have no academic music credentials, but I have 
played with some of the most respected jazz-fusion artists of 
our time (people like Stanley Clarke. George Duke, and Al 
Jarreau). 

MidiMax was written by a long-time friend of mine (another 
musician/programmer) named Larry Herzbetg. Larry pestered 
me with endless questions while he worked on MidiMax, so 
we figured the only way to recoup our losses was to publish 
the darned thing. <grin> 

Actually. we’re teally ptoud of MidiMax: it’s gotten great 
reviews in both KEYBOARD magazine and Electronic 
Musician, and was recently on Electronic Musician’s (ist of 
the 50 best MIDI programs under $50. - Charles 

Hi Charles, So I envision these two musicians working on 
their careers and all of a sudden they are writing programs 
for the Atari ST. At what point did you and John decide to 
make writing code yout profession? And iS it your 
profession? 

Also 1 wonder how it is that these twocomputer enthusiasts 
with no training staited writing in machine code rather than 
a higher and simpler Computer language. -Jim 

Jim, l'm still working as a musician here in LA. The latest 
thing Fve done is an album for a Japanese singing star 
named Mari Iijima. I also do commerctals and other free lance 
Studio work from time to time. 

Aboul 8 years ago 1 bought an Atari 400 (membrane 
keyboard <ughl>) just to play games on while I was off tour. 

(I was working with Stanley Clarke at the time.) I played & 
tot of games on it. <grin> Then one day 1 bought the Atari 
Basic caitridge on a whim. and started working through the 
little book that ca me with it (remember when Atari actually 
used to supply good manuats and tutorials with their 
machlnes?). 

To make a not-tooHong stoty even shorter, I found out that 

~I teally enjoyed piogtamuiing. I took a cou t s e in 6 5 02-- 

assembly language that was given at a local user group for 
about 6 months, and since then Fve always preferred 
assembly language over other systems.,»for all the obvious 
reasons: small code size, speed, and access to low level 
hardware goodies. -Charles 

Hi Charles, You and John write such good programs. They 
always seem to be tight, useful, easy to use. I wonder what 
you think when you statt to write 
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Please sec our 8-bit librarian, George Leek, for the latest 
listing of PD disks. We are constantly adding new items to 
the libraty. 



Check with the 
ST Librarian 
for new PO and 
Shampare 
irams in the 
library. 



Check with our 
8 - Bit librarian 
for new PD 
disfes in the 
ciub library. 
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a program. What are your goals when you are creating a 
program? -Jim 

Jim, The most important thing about beginning a new 
programming project (in my opinion) is to Start with a very 
clear idea of the purpose of the program. This doesn’t mcan 
that you have to have every detail of every feature worked 
out ahead of time; but a good program needs to have a 
strong ”theme’\ just as good prose or good music does. 

I used to write code that was more tangled than Leona 
Helmsley's finances (hey, I started programming in Basic, and 
Basic makes it easy to do that), but as I’ve gained more 
experience I’ve found that good structure really pays off in 
the long run. This usuaiiy means breaking each action you 
need to perform down to its most basic components, and 
making "atomic” subroutines out of these components. 
Although I can’t Claim that many of my programs fit this 
description, the best programs are those that are almost 
entirely composed of subroutine calls. 

As far as my actual "goals 1 ' when I'm creating a program.Jn 
almost every case, the programs I've done were written 
because there was something Iwanted to do with the ST and 
there was no other way to do it. That's right, my motives 
were purely selfish! <grin> I’m glad that other people's needs 
often coincide with mine, but the truth is that I would have 
written these programs whether I stood to gain anything 
from them or not. - Charles 

Hi Charles, We’re winding down here, maybe two more 
question sessions. Sometimes I go into my “If I were Atari" 
mode and I think that 1 would commission some of the 
outside people who write with such wonderful understanding 
of the ST to write a new Operating System and GEM 
interface. 

Obviously you guys are qualified as you are already writing 
your own versions with Hot Wire, Maxifile, and G+PJus. If 
they were to ask to hite you to do such a thing— Would 
you consider it? -Jim 

Jim, Once again, sorry for taking so long to answer...things 
have been insanely busy the past few weeks. 

If Atari were to ask us (CodeHead Software) to help with a 
rewrite of TOS we'd probably be overjoyed, but frankly...I 
doubt very much that anything like that will ever happen. 

What I wouldn’t give for a copy of the source code to TOS! 
That’s one thing I really appreciated with the old 8-bit Atari 
systems...you could get a listing of the OS source code. I 
found this invaluable on many occasions; it’s too bad that 
with the ST, Atari has decided to keep this kind of low-level 
information so close to their chests. - Charles 


Hi Charles, This will be the last question of our interview'. 
I’ve enjoyed it very much, 1 hope you have too! Charles, you 
seem to put stuff out so fast when you want to, for some 
reasonyou have not been ableto get FATBACK finished. Are 
you having any special difficulties w'ith that program? Also, 
what eise is in the works? You have some surprises coming? 

Again, thank you very much. I look forward to seeing 
anything fromyou and John in the future. -Jim 

Jim, CodeHead's FatBack hard disk backup program is a 
project of my partner John Eidsvoog's; it’s a program that 
was very nearly complete at one time...but it was written in 
GFA Basic. (I used it for several months to back up my hard 
disk, before buying an ICD FAST Tape System.) 

To make a long story short, we discovered that GFA itself 
w'as introducing some rather nasty bugs. and John decided to 
rewrite the program from scratch in assembly language. At 
this point, some mundane realities like the day-to-day 
running of the business interfered: John is mainly responsible 
at this point for managing the CodeHead tech support Ime 
and most of our other business affairs, while I’ve been doing 
my best to match his business efforts by taking care of the 
programming end of things. (With some overlap, of course.) 

At this point, John has a really good Start on the assembly 
language version of FatBack, but has been finding it difficult 
to get time to just sit downand code for a while. We’re still 
planning to eventually release it, but we may have to turn off 
the phones for a month to do it! 

We do have some surprises coming very soon, though. No 
new products...but a MAJOR Upgrade for HotlVj/e is in beta 
testing right now, with lots and lots of new features (many 
suggested by HotW/re users). HotW/re 2.0 and Maxi File are 
going to make some big waves in the “alternate desktop 
system” swimming pool. <grin> 

Along with HotWire 2.0, we’ll soon be releasing Mu/tidesk 
2.0, which also has lots of nice new' features like being able 
to free single accessories. automatically expand A/u/t/DeskS 
RAM to accommodate loading an accessory (when you run 
out of room), an interface with HotWire that allows the 
loading of groups of accessories by placing them in the 
HotWiie Menu, and much more. We’re planning to release 
both of these new' versions for the first time at the Anaheim 
World of Atari show this April. Thanks for the interview', 

Jim! I enjoyed it. And thanks to everyone out there who 
Supports CodeHead Software by purchasing our products! We 
do it all for you. (Hmmm, that's kinda catchy...) - Charles 

This siory is prrsenied for public us* by ST1NG (ST IN l er cs i Group) ol West Michigan tnGrand 
Raptds. Interview by Jim Whiie(GF-nte J.WHJTE3I) 
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by Tom Hayslett. President. STar Users' Group 

Seyerai months ago I was at a meeting and we had an 
Amiga there that was running a new program called Battle 
Chess. I tried the program for a few minutes and loved it. 
Fitst thing I did was get the name and address of the 
Company that put out the game and promptty wrote them a 
letter requesting an ST version of the game. 



After the title screen, it asks for a move to be entered from 
a table in an appendix in the manual. I prefei this type of 
copy protection and commend Interplay for it. It’s great 
havjng it on the hard drive and available at all times. 


I don’t know if my letter heiped 01 not but I just received 
Battle Chess for the ST by Interplay. 

What is it? Well, it's basically a chess game but with a 
twist. The board and pieces are in 3D graphics and each 
piece is animated in its own special way. When you move 
the piece it walks (or waddles, scoots, etc) to the square you 
designated. If the square is occupied, an animated *battle’ 
sequence foilows. The outcome is always as it would be in a 
chess game but watching the animated battles (and listening 
to the digitized sound effects) is very captivating. Each piece 
fights and moves differently making it interesting to watch 
the different battles. 

Now that you know what it is, let me explain the othet 
important things. The game comes on 2 single sided 
unprotected disks. There is a backup program included but 
not just for backup purposes. It helps you set your backup 
disks up for either a 520 (512K) or 1040 (or MEGA). With a 
1040 or MEGA you can put the game on 1 double sided disk 
or as l did, on a hard drive. 1 put it two folders deep on a 
hard drive and it works great You can rnn the program from 
either low or medium resolution and it runs petfectly. I even 
left all my hard drive ‘AUTO’ foldet programs active (and 
accessoties) and nothing conflicted with Battle Chess. 



Moving a piece is simple, point at the piece you want to 
move and the square becomes highiighted; click the left 
mouse button and then any square you point the mouse at 
that is a legal move will also become highiighted 

Pressing and holding the right mouse button brings up the 
animated scrolls (drop down menus) from which you may 
select many options including load/save a game, turn sound 
on or off, change from 3D to 2D, set the leve) of play 
anywhere between the 10 available levels, and (ready for 
this?), set up and play via modern or null modern cablet I 
havent tried the modern Option but it looks similat to Falcon 
or Jet as far as setting it up andplaying. Alt the menu options 
have keyboaid equivalents that are sbown in the menus 
themselves. 

fd really like to teil you how good a game of chess it plays 
but I can’t. It seems every time 1 play a game I can’t resist 
seeing a new *Battle Scene* and I force a move that I 
ordinatily wouldn't make just to watch and hear the fight. 
Some of these sequences aie absolutely hilarious and 
lnterplay has done VERY well with the graphics and sound 
(by the way, I think the ST version looks better than the 
Amiga version!). 

If you're a chess playet and would enjoy a new ‘twist’ to 
the game or even if you're one of those gtaphic animation 
collecting folks,you will love this prograro.Thanks, lnterplay, 
for the great piogram and for aüowing us to back it up and 
install it cm hard drives. It's great! 
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* NEAR-US☆ 


A.CJE. of Syracusc A.C.E of S. ST Atari Road Runoers ST A R R. 

NEAR-US Conlacl 204 E. Patricia Lanc N'orth Syracuse NY 13212 % Glenn Werner 950 Yale Ave Suile 123 Wallingford CT 06492 


Fred Danaway 315 451-2403 

Allenlown Bethlehem Easton’s A.C.E. ABE"s 

ACEs NEAR-US Conlacl P.O.Box 2830 Lehigh Valley PA 18001 

Helpkey II 215 868-4856 Paul Grover 215 799-3337 


203 421-4861 Robert A. Hueflman 203 421-3864 

Southcentral Pa. Atari Compalet Enthusiast! S.P.A.C.E. 

ATTN: NEAR-US CONTACT PO. Box JI446 Hamsburg PA 17108-1446 

Richard Deen RDEEN (CEme) 717 238-3528 eve. 783-6401 work 


Ataii Berks Users Group A.-B.U.G. 

Allen: NEAR-US Conlacl Box 776C RD*1 Readmg PA 19607 

Snake Pit 215 779-7859 Jerry Heere 215 678-4606 

Atari Bit Byter Users Club e.V. ABBUC 

% Horst Dewitz 1653 Wesley Ave. N. Mernck NY 11566 

Wolfgang Burger 

Brooklyn Atari Society fot Info & Comm. B A.S.1.C 

% Al Pctersen 97 70lh St. Brooklyn NY 11209-1113 

Datclinc 718 833-0828 Al Peiersen 

Central Connecticut Computer Club C.C.C.C. 

ATTN: NEAR-US CONT ACT 127 Pinnacle Rd. Bristol CT 06010 

Jersey Atari Computer Group J.A.C.G. 

% Dave Arhnglon Eagie Rock Village Bld. 8 *3B Budd Lake NJ 07828 

201 347-5227 David Noycs. 3 Ann Rd. Long Valley. NJ 07853-9614 201 
852-3165 

Lehigh Valley Atari Users Group LV.A.U.G. 

Allen: NEAR-US CONT ACT P.O Box 796 Whrlehall PA 18052-0 796 

ACUTE 215 261-0620 

M.A.C.A.M. 

% Btian Stachiew 12452 Breault Pierreionds. Quebec CANADA H8Z 1B4 
Pig8< Whistle 514 684-0282 

North East Atari Team Usct Group N.E.A.T. 

Auen: NEAR-US Conlacl P.O. Box 18150 Philadelphia PA 19116-0150 

Star Station 215 335-4805 Allan Zaluda 215 677-6751 

Ol* Hacker’* Atari User Group O.H.A.U.G. 

Atten: NEAR-US Co.ntact 3376 Ocean Harbor Dr. Oceanside NY 11572 

Nest 516 221-8462 Alex Pignalo 

Riverhead Atari Computer F.nthusiasts R. A.C.E. 

% Frank Kuzloski Park St. Wading River NY 11792 

Nest 516 221-8462 


Current BBS numbers 


LIAUG. 

JACG. 

A-BUG. 

LVAUG. 

OL’ HACKERS 

NEAT. 

RACE. 

SPACE. 

BIT BYTERS.. 
ABE’s ACEs ... 

SAGE. 

STARR. 

SJACE. 

ACES. 

ACOR. 

AUGHA. 

CCCC. 

MACAM. 

MMNJ. 

NAPCO. 

PACE. 

WMASTUG .... 

WACO. 

BASIC. 


516-221-8462 
908-298-0161 
215-779-7859 
215-261-0620 
516-221-8462 
215-335-4805 
516-221-8462 

.TBA 

516-221-8462 
215-868-4856 
814-833-4073 
203-421-4861 
609-931-3014 

.TBA 

.TBA 

.TBA 

.TBA 

514-684-0282 

.TBA 

.TBA 

.TBA 

.TBA 

.TBA 

718-833-0828 
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At 1:05 p,rn.. John AaltO opened the meeting by reporting 
on the trip to the NEAR-US meeting by the somewhat 
circuitous mute through the San Gennaro festival. The 
following items were clarified: There will be a NEAR-US 
meeting evety six months; John has a database of NEAR-US 
gioups and will be sending an info lettei out lo all - there 
are currently 1« groups receiving it; he had received 
responses from a number of groups: the BBS js now set up so 
that the node system is working. 

He reported that Steve Stubbs and Mark Glicksman are at 
the WAACE festival and will be proselytizing there. They 
and other members of NEAR-US who will be there will be 
handing out flyers. Gus suggested that in all uses of the 
acronym NEAR-US. the full name should be added for a 
year. so a$ to accustom those who do not belong to it to the 
actual meaning. 


John, m reply to a question, reported that he had stamps 
ready for maihng out newslerters and asfced everyone. on 
pickmg up a newsletter at the meeting. to remove the labet 
with his or her name on it, so that the newsletter is not 
m«ilcd out as well. 

Pat MuJvey reported the sad new$ that Antic is now dead 
and will be only an insert in STarl magazine. U tried to buy 
a STart without the disk to have those pages and could not 
get one, The disk is of course useless to Ä—bitters and 
expensive). Pat recommended 8-bittets subscribe to Current 
Notes. 

(See special subscription offer in this newsleitet). 

Ftank reported that he had made up advertisements for 
RACE and had mailed them out. Terry produeed an ad from 
Quebec. 

The various librarians reported on the new disks. 

John reported that John Wadowski's Lehigh Valley BBS 
has a massive 8—bit area. He will be getting a catalog of 
downloads and put it into our 8-bit library. 


John inlotmed us that Atari Canada has equipment early 
and that we get a lot of information from Canada earliet 
than from Atari USA. 


Hatvey Schoen reported on various database Services and 
suggested that there might be a possiblilty of getting a 
Conference room on one. He reported on the new abbreviated 
costs of GEnie. 

Randy Constan, to ptove Atari is not totally dead here. 
cited an advertisement in Radio & Electronics for both 
equipment and Software. 

ar 



Please note that the subscription price has been incteased. 
The newsstand price is now S27. Members save MAO 


Use this Coupon to subsctibe to Current Notes at the special 
rate of $23per year. Sendyoui check with yourname and 
address and this Coupon to: 


Current Notes 
122 N. Johnson Rd 
Sterling, VA 2217Ö 


Long Island AUG 


The meeting broke for lunch at 1:55 p.m. At 2:55 we 
returned for demos and Pat showed CHIPMUNK - a sector 
copiet: first you copy, then reboot alter using the back of the 
CHIPMUNK disk. which has the appropiiate firni’s protection 
on the reverse side. to write to the disk. 

Harvey demoed MUG SHOT. a program much like a police 
aitisfs collection of facial chaiacteristics, which could be 
used to design a face. He also showed a voice Simulation disk 
which will read ascii text aloud. The meeting degenerated 
into general questions before breaking up. 




Sonic BBS's in 516 atca 

y Stormfiont 

561-3122 2400 bd 
J Strike Force 
368-2476 1200 bd 
y Telecue 
549-0688 1200 bd 
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ATARI ST & MEGA II 

4MEG 

195.00 

365.oo 

365.oo 195joo 

365.oo 195m 


2.5 MEG 


IMEG 


MEGA II 


Prices inchide RAM Chips, installation, 6 month warranty! 24 Hrs 
turn around for mail oiders, or ’while you wait* for carry in. 

Don’t take chances with solderless RAM Upgrades. Weuse soldering 
on all connections of our Upgrades to insure long lasting quality of 

Boost productivity and 
Processing power 
of your ST with 
Turbo 16 Accelerator„„.285jOO 

AutomaticaUy set 
System time and date 
with internal real time 
Clock/Calendar. _ 48.00 

For maximum storage 
capacity and flexibility 
get internal or extemal 
Single to Double 
Sided Drive upgrade....J05.00 


Memory Upgndt jrfces an uijecl to dünge dot to maifcet fluctuttkn* 

For more Information and latest prices pitease eaH; 


COMPUTROL 

INDUSTRIES 


35-28 33rd STREET 

ASTORIA, NY 11106 

(800) 477-2131 














ClubLJbrarlaas Take Note! 
100s of disks, instantly available 
for your ST iiorary. CN cluDs may 
use any of these In thoir libraryl 


CWIPIPIENY N'DYIES 





Public Domain/Shareware Cartridges 

SyQuest 44 Megabyte Remoyable Disk Cartridges for the Atari ST/Mega 


Cart 1: July ’89to June ’90- CN ST Disks #347-#459 


Adventures 

#362: A Dudley Dilemma 
#363: Tam 

#364: Rapture/Susan (R) 
#365: Ring and Pork 
#366: Adv Game Toolkit 
#367: AQT Source Code 
Applications 
#370: NORAD Satellites 
#360: Revolution Hndbk 
#382: SUD Cal. V1.14 
#402: Const. Est. VI.8 
#424: Micro RTX Demo 
#440: Star 2000 
#441: TCOS V1.2 
#452: Mono Paint Prgs 
#455: Inventory Pro. 3.0 

Demos 
#384: Geograpny Tuior 
#386: JIL2D tm Drafting 
#407: Sheet Demo 
#411: Spiritware V2.0 
#420: .ACCess! Demo 
#445: Body Shop/ 
Göography Tutor V2 
#450: Master Tracks 
#456: Pagest/eam 
#459: Cash Register 


Desktop Publishing 
#351: Pub. Part. Util. 3 
#353: Pr Master Icons 3 
#354: Pr Master Icons 4 
#355: IMG Mortised Cuts 
#357: Pagestream Fonts 1 
#358: Calamus Fonts 1 
#395: TeX Program 
#396: TeX Printer Drivers 
#397: Metafont 
#398: iniTeX 
#399: PicTeX 
#416: Clip Art/TW Borders 
#431: KidPubiisher Demo 
#432: Calamus Fonts 2 
#442: Clip Art: Animais 
#453: Clip Art: Trans. 1 
#454: Clip Art: Trans. 2 
#457; Pud st Borderpack 
Games 

#348: Comp. 1/Trivia Quiz 
#356: BOIO 
#359: Penlimo 
#360: Bermuda Race II 
#361: Rocket Patroi/Trifide 
#373: Strip Breakout (R) 
#383: BaseDall Simulator 
#387: Empire Maps 


#388: Breach Scenarios 
#389: Star Trek (STOS) 
#390: Pileüp (STOS) 

#391: Super Breakout 
#419: Blaseter/invaders 
#421: Poker/Dragon(M) 
#426: 11 Mean 18 Courses 
#428: Eco/Orbit 
#429: Alien Bl/A. Smasher 
#436: Fighter, Lunacy II 
#438: MiniGolf, PBM 
Chess, Gilgaiad (M) 
#446: Pileüp V2.1 
#447: Blobbrun, Virtue 
Graphics 
#368: VIDI-ST No.1 
#369: VIDI-ST No.2 
#371: Berthold's Pies No.2 
#392: spec No.6-Peopie 
#393: Spec No.7-Space 
#394. Spec No.8-Car$ 
#408: Aegis Animator 
#409: Yisitor & Froggie 
#410: Spec Coior Clip Art 
#417: Saturn Animation 
#418: Skull, Dalek, Znetart 
Languages 
#349: Xformer Prgs No.1 


#350: Xformer Prgs No.2 
#378: Elan 1.5 
#400: QFA Tutorial 
Tolecom 

#347: Moterm Elite 1.41 
#381: VanTerm V3.8 
#422: Uniterm. V2.0E 
#449: Hagterm Elite/ 
MiniBBS 

Utilities 

#352: Graphic Utilities 
#374: Codehead Utilities 
#375: Mihocka Utilities 
#376: Neodesk Icons 
#377: Official Atari Utilities 
#379: U31—DiSkvfy, 
Fioormt2. Qemlabei... 
#385: DC Shareware 
#403: U32—Speedrdr, 
Adbase14,Ffind12... 
#404: U33--Pubpaint, 
Cheetahc, Gemred... 
#405: Deskjöt Utilities 
#406: U34—Assassin. 

Booi$tv9, Desk Mngr... 
#412: ARC 6.0.1, Arcshell 
2.1. Lharc 5t 
#413: U35—Trasncan. 


Diaryl.7, ChecklA... 
#414: U36—Showlt, 
Lgselectl6B. 
switch630 

#423: U37—Graphics 
#433: U38—Dictionary, 
DiskJabel, Forms,... 
#434: U39—Viewgif, 
Invert, Cv2img98. 
#435: U40—Biorhythm, 
fastizhv2, flu, uncle... 
#439: U41—Acypry, 
Ramplus, Untar... 
#443: U42—Dcopy34, 
reorghd2, stsentry... 
#444: U43—Qemvelope, 
Cv2imgll, Hpdump, 
PinheadlS... 

#451: LaserJet Utilities 
#458: Sticker Pies 
Text / Word Proc 
#372: MagniWriter ST 
#401: ST Writer V3.4 
#415: Hrdwre Mods No.1 
#425: Laserbrain, V1.31 
#427: Hrdwre Mods No.2 
#430: ST Writer. V3.8 
#448: Kepco Edit/StöViö 


Cart 2: The SPECTRECollection-- CN Spectre Disks #S01-#S80 


Cart 2 includes the complete text of all the Magic/Spectre columns from Current Notes —Jeff Greenblatt’s 
"Adventures in the Magic Sacdom“ and the “ST/Mac Connection" (March 1987 through February 1989), and 
Doug Hodson’s "Magic Spectre Tips,“ #1 - #14 (March 1989 through July 1990). 


Order from: 

Current 
Notes 
Library 
122 N. 
Johnson Rd. 
Sterling, VA 
22170 

(703) 

450-4761 

VISA & MC 
Welcome 

$139.95* 

* plus $3 shipping & 
handiing per cart. 


Demos 

S44 - Utility 6 

DAS 

Telecom 

SOI - MacWrite 

S55 - Utility 7 

S16 - Desk Acc No.1 

S03 - Red Ryder 

S02 - MacPaint 

S57 - Utility 8 

S31 - Desk ACC NO.2 

S09 - Telecom No. 1 

S04 - Freehand 

S63 - Utility 9 

Sounds 

HyperCard Stacks 

$06 - PowerPoint 

S67 - Utility 10 

S17 - Sounds 1 

S10 - Stacks 1 

S08 - Image Studio 

S73 - Utility 11 

S23 - Sounds 2 

$13 - Stacks 2 

S12 - Full Impact 

S79 - Utility 12 

S29 - Sounds 3 

S35 - Stacks 3 

S20 - MacDraw II 

Games 

S36 - Sounds 4 

S37 - Stacks 4 

S25 - MacMoney 

S05 - Games 1 

S59 - Sounds 5 

$61 - Stacks 5 

S28 - DAtabase 

S07 - Games 2 

$69 - Sounds 6 

S65 - Stacks 6 

S62 - PipeDream 

S15 - Games 3 

S74 - Sounds 7 

S70 - Stacks 7 

S71 - Shanghai 

S24 - Games 4 

Productivity 

S72 - Stacks 8 

Fonts' 

$27 - Games 5 

S34 - Excel Templates 

S19-HC Utility 1 

S51 - PostScriptl 

S38 - Games 6 

S41 - Productivity 1 

S33 - HC Utility 2 

S52 - PostScript2 

S54 - Games 7 

S43 - Productivity 2 

S40 - HC Utility 3 

S60 - POStScript3 

S66 - Games 8 

VidooWorks 

S56 - Birds 

S80 - Post$cript4 

$68 - Games 9 

S32 - VW w/Sound 1 

Graphics 

Utilities 

S75 - Games 10 

S43 - VW w/Sound 2 

S18 - Graphics 1 

S11 - Utility 1 

S22 - Siegfried 

Clip Art 

S45 - Graphics 2 

$14 - Utility 2 

S46 - Everymanl 

S64 - EPS Clip Art 1 

S77 - Graphics 3 

S21 - Utility 3 

S26 - FKeys 1 

S30 - Utility 4 

S39 - Utility 5 

547 - Phoenixl 

548 - Phoenix2 

549 - Lawn Zapper 

550 - Dun of Doom 

S78 - EPS Clip Art 2 

S53 - PageMaker Art 

S58 - Clip Art 1 

S76 - StartUp Screens 






















tti« lang Istewi AlAÄI Ut*S* ör dop 


iUP #|LICIfiW 

io appiy for (,mijs membershlp All out ths following appilccffon and bring it fo the 
nexr rneerlng, or mal It (Includlng check er meney order) to: 



The Lesng lotend ATARI Uß«r Group 
P.O. Pox 92 
Mtp, New York 11751 

The current duoa, whieh mdudes a auhsenption to our newaletter, is $20 per 
year, Kindly mske your check p&yable t» The Lang Island Atari User Group. 


Hrst nam.e: 


Ädd£&S£L_ 


p 

? 



sSr- 


last name: 


-Steiß—... m 


Vajr System (piease oe specific) 

-Computer, 4DC cCG 8GG 600XL 66 13G 520 /040 MEGA 


Memory: 


- JL Ccsssne; 

D ! ?,'< ri.fi ves 



Modem: 


Interface: 


Printen 







icr. •ae.csjaKi^i. vo u-üke :ec.m zzcie cj zclz vour ccmr« rr^r sysT^m? 


Fcrüaua iS# onv 


Amt. 


_ 


TYl:. 


Ca/d r/ n ml y/ n Mai / ßöS / Meer 
















































































Drawlftg pmgraäm Umri: Mwmj* Iseea ipepwfe 
0n At&zi eomgMritarw*- Tfee ST was ^figtoa® 
wlth fjte# Meiste®!»® pm§ 

Elite wer« «^ntrdal Mts# llakjr btter© 
ne ar airatlsble wlfft w& ? i©us featustef« T^ 
ert f rogap^m^t JDatem JRs&at- BT m.& &m 
will be it #nr Meeting #n 


The LiAUG Iighthouse 
P.O. Box 92 
Isllp, NY 11751 




-.ft; 




Atari Bit Byter Users Club e.V. 

% Horst Dewitz 
1653 Wesley Ave. 

N. Merrick NY 11566 

J 


First Class Mail 















